





Fiends of Earth, Air, Fire and Water, prepare to meet your doom. ..this is the 


\wm 




Get ready for Final Fantasy - the brand new Role Playing Game that takes you across oceans, continents - 
even time itself - in an adventure that's bigger and better than anything you've ever seen. 


The legend of the Black Orb. 

Forged in the deepest pits of malevo- 
lence before fime began, the Black 
Orb is evil incarnate. To earn 
the right to battle that evil, 
each warrior must restore the 
power to the orb he carries. 

To do that the four heroes 
must defeat the fiends of Earth, 

Air, Fire and Water. Each fiend 
waits in his special lair, well- 
protected by monsters, wraiths, 
foul undead creatures and other 
loathsome beings. Only when 
all four fiends have been defeat- 
ed can 
the power 


Choosing your party. You must learn the 
best way to work with the warriors and 

Choose from powerful warriors, devious 
thieves, martial arts masters and mystic 
a map of thf world. magicia ns. Some wi II need expensive 

weapons and armour. Others, white and black magic spells. 
Remember, it's not only the skills you have, but how you use them. 


Start in Coneria, the Dream City. In Final Fantasy, you will visit 
many towns, talk with many people, purchase many items. 

Coneria is the first town, and it's the perfect place to learn how 
things work. The people here have clues 
for you. The stores contain valuable items. 

And the King can tell you what you must 
do first on your quest so he can build a 
bridge that lets you enter the bigger 

world outside. coneria, city OF dreams. 


The next level of power. After you have achieved a 
high enough experience level your party members will 
grow up and become adult warriors. You will need all 
of your newfound strength 
because to find the master of 
the Black Orb you will have 
to travel 2,000 years into the 
past, to a time when his 
strength was at its greatest. 

Yes. the challenge of Final 
Fantasy is a long and difficult 
one. And you'll enjoy every 
moment. 


Now four destinies are yours to 
control. In Final Fantasy you're not 
just one warrior, you're a party of four. 
Ifs up to you to choose the members 
of your party and their strengths. 

But choose carefully and choose 
•wisely. The warriors and magicians 
you choose will have to fight as a 
team if they are to win through to 

their final goal 
- nothing less 
than the 
destruction of 
the evil Black 


Orb. 


Sail the oceans in the pirates' ship. In the Town of 
Pravoka you'll meet Bikke the Pirate. Fie won't let you 
go without a fight. However, it is important that you 
defeat him for two reasons, Firstly, because you are 
the good guys, and defeating villains is what you do. 
Secondly, because when you beat the pirates you 
will acquire their ship. It will take you to new and 
wondrous places across the ocean. 

Later, you'll acquire a canoe that will let you travel 
the rivers. You will even find 
and fly a legendary airship 
that will let you soar across 
the sea to the perilous 
North Continent. In Final 
Fantasy, the excitement 
never ends. 








From the top h- 


The name of the 
game is everywhere. 

Have you noticed that the word "Nintendo' 
is becoming part of the language? People 
don't talk about playing video games, they 
talk about playing Nintendo. 

And a lot more of them will be playing it 
after the Nintendo National Challenge 
Tour 1990! Ifs the biggest, most challeng- 
ing Nintendo competition ever held and 
ifs brought to you by Nintendo and Game 
Boy. 

However, the schedule you see here 
could change. To double (and triple) 
check when the Tour is going to be In 
your area, call the Power Club Hot Line - 
1 -416-253-PLAY (7529). (Long distance 
charges will apply.) 

July 18 Les Promenades St-Bruno, 
Montreal, Quebec 


NES 

PLAY ACTION 
FOOTBALL" 

Real football action 
at last! 

It's here -NES Play Action 
Football - true team sport. 

Hook up the NES Satellite or 
NES Fourscore and enjoy 
four-player head to head 
action. With two players on 
each side of the line of 
scrimmage, anything can - 
and does - happen. 

You have eight teams to choose from. Each 
has its strengths and weaknesses. LA is 
the strongest on the ground (with Bo Jackson 


fully energized), but San 
Francisco is the best all-round 
team when Joe Montana is on his 
game. You assess each team and 
pick the one you like best. 

Use your knowledge, 
skill and imagination. 

This is one game that puts you 
right in the thick of the action. 
Choose a play from the book, watch 
your player energy levels, and 
whatever you do, avoid turnovers. 

Remember too, if you're going to 
play with a partner, practice. You 
can play against the computer to 
polish your plays. Then get ready 
for the playoffs and the ultimate prize - the 
Power Bowl Championship. Ifs real gridiron 
action - NES Play Action Football. 


Vote for your favourite NES games - send your top picks to; 

Top 20, Nintendo Power Club, P.O. Box 902, Station U, fbronto, Ont. M8Z 5R5. 

1. Super Morio Bros. 3'“ 8. Zelda II: The 1 4. Met'oid™ 

2. Dragon Warrior’ -2 Adventure of Link' 1 5. Mike Tyson's Punch- 

3. Super Mario Bros. 2" 9. Ice Hockey 1 6. Bad Dudes" 

4. Teenage MutantNinja Turtles'” 10. Double Dragon II'" 1 7. Super Mario Bros. 1 

5. Blades of Steel” 11. The Legend of Zelda ' 18. Faxanadu " 

6. Tetris'" 12. Mega Man ir 1 9. Strider " 

7. Contra'" 13. Double Dragon'" 20. To The Earth'" 

Based on votes received as of June 6, 1990. 


July 19 
July 20 
July 21-22 

July 24 

July 28 


J uly 31 Downtown BIA, Saskatoon, 

Saskatchewan 

August 2-4 West Edmonton Mall, 
Edmonton, Alberta 

Aug. 6-7 Vancouver, British Columbia, 
T.B.D. 


Les Galeries d'Anjou, Montreal 
Le Carrefour Laval, Montreal 
Les Galeries de la Capitate, 
Quebec City 

Fairview Shopping Centre, 
Montreal, Quebec 
Polo Park, Winnipeg, 

Manitoba 


July 29 


St. Vital Centre, Winnipeg, 
Manitoba 


Aug. 16-23 Super Ex, Ottawa, Ontario 
Aug. 25 - Canada's Wonderland, 

Sept. 3 Toronto 

Sept./Oct. More to Come. Stay tuned! 

Remember, to be absolutely sure, call the 
Power Club Hot Line - 1-41 6-253-PLAY 
(7529) - about a week before the tour is 
scheduled to hit your town. Then get set 
for the fun and challenge as the Nintendo 
National Challenge Tour 1990 hits the 
road. It's going to be a power surge! 

GAME BOT 



Win the First Final Fantasy 
in Canada! 

Get out your Tetris game pak, pop it into 
your NES and play the best 'A-type' game 
you've ever played in your life. You could 
win the very first Canadian copy of the 
ultimate swords and sorcery adventure - 
Final Fantasy. 

Then take a photograph of your high- 
est score and send it to Tetris High Score, 
Nintendo Power Flash, RO. Box 902, 
Station U, Toronto, Ont. M8Z 5R5. Be sure 
to include your name, address and age. 



Win 4-way Football action! 


Send us a photograph of your Pin Bot 
high score. You could win the best football 
game ever, NES Play Action Football plus 
the totally awesome NES Satellite so you 
can play heaa-ro-head with three friends 
(if they're really nice to you.) 

Send your high score photograph 
(along with name, address and age) to 
Pin Bot High Score, Nintendo Power Club, 
RO. Box 902, Station U, Toronto, Ontario 
M8Z 5R5. (Remember, photograph your 
TV screen without a flash for best results.) 


All entries must be postmarked no later than August 17, 1990, so ENTER TODAY! 
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SUPER MARIO BROS. 3 

Look up forl-Ups. 

There are many places where you can fly 
up to find coins and blocks with 1-Up mush- 
rooms in the sky. In fact, there's one right 
at the beginning of the game, in World 1-1. 
First find and get the mushroom that 


makes you Super Mario in the first screen. 
Then, move to the right and stomp the 
Red Koopa. But don't kick it away. Instead, 
pick it up and throw it at the "?“ block on the 
ground to release a Racoon Mario feather. 

Now, run to the right pressing the A button 
rapidly. Take off just before the first chasm 
and find coins and a block in the air. Hit the 
block and take your 1-Up mushroom. 

Big treasure from tall pipes. 

As you continue on, you'll come to a very tall 
pipe. Fly up to the top of the pipe and press 
down on the controller Down into the pipe 
you go for o big haul of gold coins. (Look 
closely at the shape the coins form. A clue?) 






JUMP TO BLOCK. 



In many ways this is a very simple game - keep 
the ball in the air when ifs on your side of the net 
- spike it to the ground on the other side. Simple 
to say. Not so simple to do. 

There are two main requirements. You have to 
have a very sharp eye to judge where the ball 
is going. And you have to have super reflexes to 
react in time. 

While the Super Spike is your main weapon, the 


B button (the one you press to jump) is very 
important as well. 

When you go to serve, jump up and hit the ball 
in the air for a powerful attack. But be careful. If 
you get too much "top' on it, you'll hit it into the net. 

Another place you can put the B button to good 
use is when your opposition sets up just in front 
of the net If von stand riant in front of the net vm it- 
self and jump just before your opposite number 
does, you're practically assured of a successful 
block and a point. 



Rack up your points fast. 

When the boll enters the 
upper part of Pin Bot, just 
off the ramp, use the Select 
and Start buttons to 'shake' 
the game (like you might 
with a real pinball machine). 
You can coax the ball back 
down the starting chute so 
it comes to rest against the 
plunger. Now you can 
launch the same ball again, 
increasing your Vortex multi- 
plier value and building up 
your score in a hurry. 

More ways to more points. 

Once you've raised your 


Vortex multiplier factor to 
the max, take advantage of 
it with this simple trick. 

First, pull back on the 
plunger about one-third of 
the way. Then, when the 
ball is in the Vortex, use the 
same 'shake' technique - 
pressing Select and Start 
quickly - to guide the ball 
into the hole in the middle of 
the Vortex. Repeat at will. 



USE START AND SELECT TO -SHAKE' PIN BOT. 




1&TETMS 

A shift to the right. 

Many of the Tetris Tetrads' - especially the 
long, straight four-block Tetrad - tend to shift to 
the right of the screen when rotated. This isn't 
so important when you first start your game but 
as you build up your points and reach higher 
levels, the action gets faster and tougher. 

If you get into the habit of building up your 
screen to the leftside, the automatic tilt to the 
right will work in your favour when you have no 
time to think about your next move. 

Plugging "unpluggable" holes. 


There are times when you create a hole in 
your structure that seems totally unpluggable. 
(And sometimes it really is) . 

However, with some really tricky control 
work, some of those gaps can be filled just like 
magic. Check out the screen shots shown here. 
The trick is to have a gap - and shape - that 
mesh perfectly, with just enough room to rotate 
the Tetrad. But remember - it's all in the timing. 



licorg Technica (Elorg) ©1989 Nintendo. All rights i 


vod. Or ginol concept, design and program by Alexey Pozhitnov. TM2 ©1989 Unix Corporation The Nintendo Power Flash s published by Mattel Canada Inc. All materials 




MAIL BAG 



Dear Nintendo, 

I recently read in your Power Flosh that you 
were having trouble finding the warp zone in 
Super Mario Bros. 3. Well, I have found one 
warp zone (and beaten the game) that I hope 
you are interested in: 

First go to the mini-fortress on World One, 
then once inside the fortress go along until you 
reach the first door of the fortress. (Be sure 
to get your Super Mushroom or fire flowec then 
your super leaf so you will be able to fly before 
you reach the door.) Be careful not to get hit 
or go through the door once you reach it. 

Now jump on Dry Bones and before he gets 
up build up your speed (he can't hurt you 
when he is down) and fly above the block that 
your super leaf came from. You will go off the 
screen, but keep pressing the A button repeat- 
edly and also press right (on the control pad). 

Soon the screen will begin to move. Keep 
pressing right until the screen stops moving. 
Now press up. You will fall into a strange room 
with no enemies. Run into the treasure chest 


and you will receive a magic whistle that you 
can use on the map screen. 

HINT : If you wait until World Two to use your 
whistle you can warp to higher levels. 

Ryan Mills, Owen Sound, Ontario 

Thanks for the tip, Ryan. We'll have some 
more readers' warp zone advice in the next 
Power Flash. However, Super Mario Bros. 3 
isn’t the only game that's causing a stir... 

Dear Power Club, 

I've been playing Nintendo for 3 years now 
and I've played a lot of games, but when I 
played the game Dragon Warrior it literally 
blew me away. 

In all the games I played I have never seen a 
game with so much excitement and adventure 
as Dragon Warrior. I love the way it puts you in 
control of everything. The game is a challenge 
and a half. It kept me playing for a month 
straight until finally, one day, I defeated the 
Dragon Lord and proved I was truly the 


descendant of Erdrick. 

To all of you who haven't played Dragon 
Warrior, play it!! You won't be disappointed. 
Adrian Pike, Mississauga, Ont. 

Glad to see you've been bitten by the Dragon 
Warrior bug, Adrian. But are you ready for 
Final Fantasy? 

Dear Nintendo, 

I have a tip for Dragon Warrior fans, There is a 
cave over to the west in the mountains. If you 
go to the cave in the mountains you can find 
over one hundred gold, if you look hard 
enough. Make sure you have at least 5 herbs. 
You will need them and a torch. 

Tyler Toews, Chilliwack, B.C. 

And one hundred gold is nothing to sneeze 
at. Thanks Tyler. Keep up the quest. And 
thanks to everyone who has written the 
Power Club. We read 'em all and appreciate 
every one. 


THE BULLETIN BOARD 


A A alwotfA, the numblA to. colt {(. tA 
cpame tipA iA (91 6) 253 -PJIAlf . *lhe 
dlotUne iA open AfaruUcuf. to- ty'Udatf-, 
S a.m. to S p.m. CoiteAn 
SaluAdotfA {fliom 10 a.m. to 6 p.m. 
rfaA aetAweAA 041. e<p4ipment trouble, 
colt collect (Ml 6) 252-QAMC. 
PentembeA to be- caAejul whe*i tfou 
dial the Nintendo Jlotiine. 

*7o AubAcAibe to Nintendo PoweA 
mocjogAne, coll toll -{flee 


i - 800-255 3700 , 7 a.m. to 1 a.m., 
CaAteAn * lime , Monday th/uuujh 
Sala'idotf . Ot'AjnAt $21 {flA Aix. 
lUtj, iAAueA. And i 04 neone wAth a 
cAedil cand wAU. have to mahe 
the coll. 

Qtte moAe thiny . . . i{ you move, 
ptleoAe tell uA. fluAt clip, the addbieiA 
label {fliom the bach a{ youA PoweA 
tyloih and Aend it to uA atony tuith 
if 044 A new- addAeAA. ^JhonJzA. 


R TmemtBf, the last wmdnT 

video game excitement is 

coming vour way this summer 
the Nintendo Notional 
ChaHenge Tout 1990. Watch 
out for ill Till then, keep mail- 

mg your correspondence to 

Nintendo Power Cluh, 
P.O.Box 902, Station U. 
Totonto.Ont. 

M8Z5R5.Ciao 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 

So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 


